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DEDICATION. 


To the MINORS off 


GREAT BrITAIN and IRELAND. 


Young GENTLEMEN, 


HEN I undertook to edite the 

following little TREATISE, I 
reſolved to dedicate this portion of my 
labor to you, and as the reſolve origi- 
nated in a deſire to reſcue ye from 
Deception, I truſt ye will not deem the 
meaſure either impertinent or unfriendly, 


A 3 Notwith- 
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Notwithſtanding there are many among 
ye notorious for a denſity of cranium, or, 
in plainer language, a thickneſs of ſcull, 
1 am not without hope that even they 
may be profited by the ſucceeding axioms 
of unornamented truth, 


There can be but two motives for 
| Gaming, and thoſe motives are equally 
| | unamiable, viz. Avarice or Diſhoneſty. 


| The ſpirit of Gaming is upheld by two 
| deſcriptions of people, thoſe who will win, 
& | and thoſe who muſt loſe. That effort which 
i to the latter adventitious, is to the firſt 
a certainty — the profeſſors of calculation 
methodize their villany, and laugh at the 


opera- 
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operations of Chance, while their bewil - 
dered dupes meaſure every event by the 
ſtandard of Credulity, and believe that 
poſſible to Fortune which can only be 
reconciled to Fraud. | 


The meaneſt, if not the vileſt interis 
tions, are immediately imputable to that 
man who ſeriouſly labors to win the pro- 
perty of his neighbour — the moſt potent 
of his affections become perverted —. and 
all the noble attainments of his mind are 
abſorbed in the black gulph of fallacious 
Neceſlity.. 


There is another capital FER. 
which canngt be.enfarced. too powenfully, 
that is, a. conviction upon an; average, 


1 


that three bets out of four are not diſ- 
charged by the loſer: this deprivation of 
baſe emolument principally ariſes from 
the improper admixture of the worthy 
and the unworthy, in thoſe temples of 
Fortune where the love of gain ſuperſedes 
the love of dignity. | 


I am convinced, from obſervation, 
that the ſpirit of Gaming has introduced 
more accumulated horrors in ſociety than 
almoſt every other purfuit unallied to 
' Diſcretion — the cup of Circe was not ſo 
baneful or illegitimate Ambition ſo falſe 
to her diſciples, ; 


As the imperceptible abſorptions of the 
quickſand deſtroy animal agency, do the 
Sn gradual 
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gradual operations of Gaming fetter the 
ſprings of the underſtanding, and in each 
inſtance the danger is ſcarcely apparent 
till miſery, is inevitable, ** 


No irregularity of thought is ſo unpro- 
fitable or irreſiſtible as this — where it is 
once roated the eradication - becomes 
nearly impoſſible — ſplendid example 
blunts the edge of reproof, and the bea- 
cons of Probity are enveloped by the 
miſts of Viciouſneſs — the enviable calm- 
neſs of Innocence is ſucceeded by Ruin 
and Remorſe, and Deſperation is the 
iſſue of- both, 


It engenders the worſt of all ſublunary 


conſequences -— it makes ye ceaſe. to 


reſpedt 
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reſpect yourſelyes — it ſullies the ſtream 
of Purity == ſtrengthens the arm of 
Suicide — overthrows the miniſtry of 
Religion — and makes him inglorious who 
was created to be exemplary. 


The force of original fin muſt be 
wonderfully powerful in the boſom of 
that human being, who ſuffers a propen- 
fity ſo evil to be woven in the leading 
habits of exiſtence, in oppoſition to every 
inſtitute politic and moral, That indi- 
vidual who makes Gaming a governing 


ſyſtem of his nature, cannot be ſaid to 
have any regard for the peace of his 
mind, or the independence of his prin- 
* — every leſſer Atrocity becomes 
| attached 
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aitached to its ſupport — till it forms 
eventually an object too mighty for Phi- 
oſophy to reſiſt, or Reaſon to ſubdue ! 


| Anthony afquin, 


Bia INGHAM, June 4; 1791. 
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F*YRIBBAGE is a game unlverſally embraced 
by every deſcription of people, not only in 
Great, Britain, but in molt parts of the globe, 
and, on account of its great variety, may be 
eſteemed one of the beſt games for the purpoſe 
of amuſement, that ever was invented. The 
latent chances of ſucceſs are ſo extraordinary, and 
operate To ſuddenly, that hope, and even expec- 
tation of conqueſt, ſcarcely ever quits the boſom 
of the player until the conteſt is terminated. 
Ia this point of view it is a more pleaſant pur. 
ſuit on the cards, for two perſons, than Piquet. 
This game differs totally from every other on 
account of the immenſe diverſity of chances, | 
which are contained in the irregular circulation 
of fifty-two cards; and it is admitted to be 
extremely difficult to acquire the knowledge of 
playing it well, | 


© I 


In order to make the progreſs of attaining 
a perfect knowled;e of this game as eaſy as 
poſlible, I Mall treat upon it under five diſtiuct 
heads. | | 


1ſt Part, Of what the game of Cribbage is 
compoied. ; 


2d Part, The beſt method of laying out 
your cards, not only when you deal, but when 
your adverſary deals. 


- 34d Part. The different ſituations of the 
game, ſhewing when you are at bome, and 
when not; likewiſe, when to play on, and when 
to 3 off, - , 


— . Part, The odds commonly betted by 
profeſſed players, in the various ſtages of the 
game. 4 | 


5th Part. Rules to be obſerved in playing 
the game, with penalties for not complying 
| therewith ; * alſo, penaltics for miſtakes, 8c. 


| | To which will be added, various critical mm 
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and various games; with almoſt all the unfair 
methods practiſed by ſharpers to obtain advan- 
tages over the unwar y. 


Carnnacs mult be played with a full pack 
of cards, containing fifty-two, and may be 
played in different methods; that is, by dealing 
five cards each; fix cards each; or eight cards 
each; and it may be played either by two per. 
ſons, (which is the genera] way) or four. But, 
as the common method of playing the game is 
by two perſons, with five or ſix cards, I ſhall 
confine my obſervations, principally, to what is 
called five and ſix card W and — 
begin with 


FIVE CARD CRIBBAGE: 


Sixty-one points make the game, and the 
beſt method of marking it is with a board made 
for the purpoſe, and two pegs for each playcr. 
By this means both parties may always obſerve 
with accuracy when the game is mark: d right. 

B 2 On 


| [ 16 1 
On commencing the game you muſt cut the 
cards for deal; and the perſon vio cuts the 
ſmalleſt Cribbage card is entitled to deal; and 
bis adverſary, or the perſon who loſeth the deal, 


muſt mark three pointz, which is uſually termed. 
taking three for laſt. 


When the cards have been well ſnuffled, or 
mixed, the non-· dealer muſt cut them, and the 
dealer then begins, by dealing the cards one at 
cach time, giving his adverſary the firſt, himſelf 
the ſecond, his adverſary'the third, himſelf the 
fourth, and thus alternately, until each has five 
cards, This being done, and each perſon having 
taken up his on cards, you proceed to lay out 
two cards each for the crib, This you ſhonld 
take all due care to perform in the moſt judici- 
ous manner poſſible, as in laying out your cards 
property for the crib exiſts the firſt grand point 
towards playing the game well. In this ſtage of 


the game you muſt not fail to remember whether 


it is your own or your adverſary's crib, as the 


'cards which are the moſt proper to lay out for 
your crib are generally the moſt improper for 
that of your opponent, After each party has 


put 
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put out their two cards, the non-dealer cuts ti. 
remaining cards of the pack, and the dealer takes 
up the card which is left uppermoſt, and turiis 
it, Here the dealer will always recolle& when 
the card turned up is a knave he muſt ſcore two 
points on the board towards his game. When 
the card, alluded to, is turned up, (be it u hat- 
ever it may,) it then becomes a common card 
to each party, and mult be reckoned with the 
hand and crib of each. 


In playing the cards, the non-dealer always 
begins firſt, and may put down. any card he 
thinks proper. If his adverſary can, by playmg 
any card he has in his hand, either make a peir 
or a fifteen, he is entitled to mark two points 
towards his game. The non-dealer then plays 


bis ſecand card, which probably may either come 


in for a pair, pair royal, ſequence, or, fifteen. 
Thus each party plays a card alternately, until 
the cards ſo played make thirty-one, or as near 
that number as. they poſſibly can, without 
exceeding it, and that perſon wha ſhall play the 
ſt card to make either thirty-one, or the 
xeareſt to it, is entitled to ſcore one point 
B3 towards 


i 3 0 

towards his game, for being the neareſt to thirty- 
one, and two points towards his game if he 
makes thirty-one exactly. 
, ! 

When the cards have been played, and you 
have either made preciſely thirty-one, or come 
ſo near to that number that no other card of 
either party will come in, or can be played, 
without exceeding ſuch number. Whatever 
cards may remain in the hands of either party 
are not to be played. Tou then proceed to count, 
and take for your hands. The non- dealer muſt 
ſcore or mark the game for his hand firſt, then 


the dealer takes for his hand, and after that for 
his crib. 


In order to attain the proper knowledge 
how to take or mark what you may juſtly be 


entitled to, both during the time you play your 
cards, or in taking for your hand or crib, it is 
kighly neceſſary to know what you n 
for mm particular part that compoſes the 


game” of Cribbage ; — you will therefore 
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iſh, in a playing your cards * be made, 
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A pair is whe your eee 4 


card, and you immediately * the 


wy 150 12 7:1 113 
An ExAurrr. 


Suppoſe your adverfary plays a three, and 
you play another three, this makes a pair, and 
entitles you to ſcore two points totvards. your 


game; then if your adverſary ſhould pla andther 


three, that would make a-palr +556), and for 


which he has a right-to- mark ſi points towards - 


his game. Again, fappoſe that you ſhould imbe- 
diately play the fourth -three, -this' would be a 
double pair 'royal, and gives you the privilege to 
mark twelve poimts towards your game. 6 ©3185 
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Fifteens may be made in various ways, either 
with two cards, ſuch as eight and ſeven, nine and 
ſix, ten and five; or with three cards, as with 
eight, two, and five; ſeven, three, and five; 
ſeven, ſix and two 5, two, three, and any tenth 
card, &c, im all which caſes, whoever plays the 
card which makes ffteex, is entitled to ſcore two 
points towards his game, 


Sequences may be made with three, four, 
22 or ſix carda, and happen when they are played 

in ſuch a manner as will form a 8 5 pro- 
kreſſive number. 


ExaurI x8 > | 
one, (. which is: an ace,) two, and three; 
two, thee, and four ; three, four, and five ; four, 
_ aud ſix 7 le, ſix; and ſeven; ſix, ſeven, 

and cight';, ſeven, eigbt, and nine ; eight, nine, 
zend'ten; nine, ten, and knavte; ten, knave, and 
queen; knaye, queen, and king, are all ſequerces 
- of three; and entitles that perſon who plays the 
-laſt of ſuch cards to mark three points towards 
his game. It is of no importance which-of the 
cards are played firſt, or which ſecond, if there 
5 
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r is a /#quence when the three cards are played, 
d without the intervention of atty other card 
h having been played derten. | 

h In a ſimilar manner are ſequences of four, 
ne ſequences of five, or ſequences of fix cards; for, 
'0 whoever can play acard to make a 


ſuch - perſon inſtantly becomes entitled to ſo 
many points: For example—for a ſequence of 
ur, three, he may take three points; for a ns 
ed of four, four uy wick &c, 
o- 


The end bolt and diva a is wol'by that 

'F perſon who plays the laſt card, either neareſt to, 

| or preciſely thirty one; if exactly thirry=onc, he 

e: marks two points for game; if only the neareſt 
3 

ur, to thirty-one he can mark but one point, and 

en, this, among profeſſed players, is eſteemed ũ great 

ine, advantage, as by getting the ed hole yourſelf, 

and you prevent .your adverſary from having it, 


_ which conſequently makes a difference in your 
the favour of two points. 

ards 5 | 
the | * | When 
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Wen you have learned to reckon or count 
your game in playing your cards, you will find 
it extremely eaſy to do it for your hand and crib, 
as both are compoſed of pairs, pair-royals, double 
__ pair-rayals, . ſequences, - and fifteens, with the 


addition of Huben, (a fuſs is when the cards 


in your hand are all of the fame ſuit.) You muſt 
- reckon for every pair, two points; for every 
© pair-royal, fix points; for every double pair- 
. rozal, twelve- points ; for every ſequence of 
three cards, three points; for every ſequence of 
four cards, four points, &c. Sc. for every fifteen 
vou can poſſibly make you malt reckon two 
points; for a fluſh in your band, take three 
ar for a fluſh of both the cards in your 
e the card curned up, take four points. 


. M. B. Vi be a fluſh i the crib, unleſs 
the card turned up correſponds. ia ſuit with all 
er eee 


For having a knave in either hand or crib 
of the ſame ſuit as the card turned up, you take 
one point; for turning up a knave you take 


two points. Theſe various points added together 
will 
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will make the whole number of points which | 
can be contained in your hand or crib, and: vou 
muſt ſcore your game accordingly. 8 


I ſhall conclude the firſt part of theſe inſtruc- 
tions relative to the Gau x or CxisBzacs with 
afew Examples, by the way of illuſtration, which, 

I think, will ſufficiently enable every learner'to 
NE I eſe" mark his game with 1 ' 


EXAMPLES. 

I wiſh to know how many points muſt be 
taken for a hand that contains the king of hearts, 
the ſix of ſpades, and four of diamonds, with the 
two of ſpades turned up ? 


The anſwer will be, Not wy) there not 
being found among thoſe cards any ' pairs, le- 
quences, fifteens, or fluſhes, conſequently nothing 
can be marked for ſuch cards; but if in lieu 
of the two of ſpades you have a five turned 'up, 
gray how many points can be marked for that 


Fon Exauris. Ty 
You will reckon the four, five, and, fix, to 
make one. _— which is two poiuts; the 


king 
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king and five, make another fifteen, which: is two 
points more. You; muſt then reckon the four, 
five, and fix, in ſequence, which makes three 
points more. Theſe put together make in che 
_ ſeyen points, 


7 Axor . 
- + I wiſh to know how many points you will 
mark for a hand that ſhall contain the fix, ſeven, . 
and eight of ſpades, and the. ſeven of hearts 
turned up? | 
Xou reckon the ſeyen and eight of ſoades 
to make one fifteen, which is 2 points. 
The eight of ſpades and ſeven of hearts 
another fifteen, which is 2 points, 
The fix, ſeven, and eight of ſpades, a 
- ſequence of three, which. is Z points, 
The fix and eight of ſpades, with the 
ſeven of hearts, another am of 
three, which is | -Z points. 
The ſeven of ſpades and the foe of 
hearts are a-pair, which make 2 points. 
The ſix, ſeven, and eight of ſpades, make 
renn 1 
2 . 3 points. 


- + — 
Total 15 points. 
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How many points muſt be marked for a crib 
that ſhall contain the five of clubs, the five of 
ſpades, the five of diamonds, and the knave of 
hearts, with the five of hearts turned up, and how, 
or in what manner, they are to be counted ? 

AnswERr — There are twenty-nine points, 
(the greateſt number which can be in any hand 
or crib, at either five or ſix card Cribbage,) and 
they are made out in the following manner : 

The knave and five of ſpades make fif- 
teen, which are 2 points. 
The knave and five of diamonds, do, 2 points. 
The knave and five of clubs, do. 2 points. 
The knave & five of hearts(turn'd up)do. 2 points. 

The five of ſpades, five of diamonds, and 
five of clubs, do, 2 points. 

The five of ſpades, five of diamonds, and 
five of hearts, do. 2 points, 

The five of ſpades, five of hearts, and five 
of clubs, do. 2 points, 

The five of diamonds, five of hearts, and 
five of clubs, do. 2 points, 
The double pair royal of five 12 points. 

The knave of hearts being of the ſame 
ſuit as the card turned up 1 point. 


33 Total 29 points. 
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and when it is your adverſary's. 
Own Crib, 
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HE moſt advantageous mode of laying out 


the cards, both when it is your own deal; 
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nave 


185 


6K 1 
18 7 


14 8 
984 


2K 3 


2 K 3 
2 K 3 
2 K 3 


58 5 


57 
5 K 8 
2 * 3 


5 K 10 

5 & knave 
5 & queen 
5 * king | 
C3 


þ 


s. 
1K 2 
6&1 
14 7 
1K 8 
94 

- 10k1 
knave & 1 
queen & 

kiag A 1 


1%5 - 
122 
1 4 3 
16 9 
1 10 , 
1 & knaye, 
1 & queen 
16 Ling , 


6 & Knave 
6 * queen 
6 & king 


I1%k2 
1&7 
7 K 10 
7 knaye 
7 & queen 
7 & king 


8&kg 
8&10 

8 & kna ve 
8 & queen 
8 & king 


i1kg 
1kg 
g queen 
9 & king 
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Own Cri, Adver ſar . 
1 2 3 10 knave 10 & knave 1K 10 
1 2 3 10 queen lo & queen 1 queen 
1 2 3 10 king 10 & king 10 & king 


1 2 3 knave, queen knaye & qu. 
1 2 3 knave, king knave & king 


1 & queen 
1 & king 


1 2 3 queen, king queen & king +1 & king 
1245 6 1 * 2 1K 2 

; 12457 4&5 1&7 

" 12458 481 1&8 
12459 48 2 18 9 
12 4 5 10 1481 1K 2 
12 4 5 knave 481 1&2 
1 2 4 5 queen 4&1 I&2 

@ I 2 4 5 king 481 1K 2 

n : 

12467 48 · 18 2 
12468 4&2 1&8 
12469 481 1 6 
12 46 10 6 K 2 2 K 6 

* 1 2 4 6 knave 6 * 2 2 6 

t 12 46 queen 6 K 2 2&6 
12 4 6 king 6 K 2 2&6 


2478 
2479 
2 4 7 10 
2 4 7 knave 
2 4 7 queen 
2 4 7 king 


„ 2 HH WW HW 


2489 
2 48 10 
2 4 8 knave 
2 4 8 queen 
2 4 8 king 


WH WW „ „ H4/ 


2 4 9 10 
2 4 9 knave 


2 4 9 queen 
2 4 9 king 


HH = 2 HW 


2 4 10 knave 
2 4 10 queen 
2 4 10 king 


MW WW 8AnM 


2 4 knave, king 
2 4 queen, king 


— 


LW 


4%1 
481 
8 K 2 
8 K 2 
8K 2 


48 1 
9 2 
9K 2 
gk 2 


481 
10K 2 
10K 2 


2 4 knave, queen 4 1 


king & 2 
181 


8 K 1 
8 2 
8 K 2 
8 K 2 
8K 2 


10 K 1 
982 
982 
982 


10 K 2 
queen & 2 
king & 2 


queen & 2 
King & 2 
king & 2 


12 6 67 
1 2 86 6 8 
12569 
1256 10 
1 2 5 6 knave 
1 2 5 6 queen 
12 5 6 king 
12578 
12579 
125 7 10 
1-2 5 7 knave 
12 5 7 queen 
12 5 7 king 
12589 
12 5 8 10 
1 2 5 8 knave 
1 2 5 8 queen 
125 8 king 
1 2 8 9 10 
I 2 5 9 knave 
1 2 5 9 queen 
1 2 5 9 king 


1 2 5 10 knave 
12 5 10 queen 


125 10 King 


10 K 5 


knave & 5 
queen & 5 
King & 5 
8 * 2 

D N 1 

knave K 5 
5 R queen 
5 * king 
2 * 1 

2 K 1 

queen & 5 
king & 5 
a 1 
24 1 
241 
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— Own Crib, Adverſary's, 
1 2 5 knave, queen 2&1 2 K 1 

1 2 5 knave, king 2K 1 2 K 1 

1 2 5 queen, king 2 1 2 K 1 

12 6 7.8 2 K 1 2 K 1 
12679 2&1 2 1 
12 6 7 10 6&7 10 K 1 

1 2 6 7 knave 6&7 kn,&1 

1 2 6 7 queen 6&7 qu.&1 

1 2 6 7 king 6&7 king&1 
12689 Sud „ 
1 2 6 8 10 10 K 2 10 K 2 

1 2 6 8 knave knave Ka kn. K 2 

1 2 6 8 queen queen & 2 kn. K 2 

x 2.6 8 king king & 2 king & 2 
13 6˙9 10 2 K 1 . 
14.69 knave e 
12 69 queen 9 * 6 qu. & 1 

x 2 6 9 king 986 king K 1 
x 2 6 10 knave 10 k knave 10 K 6 

1 2 6 10 queen 10 queen qu. &6 6 
1 2 6 10 king 10 & king ens 
1 2 6 knave, queen kuave & queen qu. & * 
126 nave, king knave & king king 6 
1 2 6 queen, king * queen & king king & 6 


133 J 


i Own Crib, 

12789 1K 2 1K 2 

12 7 8 10 7 * 8 10 K* 2 
1 2 7 © knaye 7k8 | n. K 2 
12 7 8 queen 7&3 qu. & 2 
1 2 7 8 king 7&8 king k 2 
127 9 10 2k1 7k2 

12 7 9 knave 7kg kn. & 7 
127 9 queen 749 qu. x 9 
1% 7 9 king 7kg king&g 
12 7 10 knave 10 & knave 7k2 
1 2 7 10 queen 10 & queen qu. & 7 
1 2 7 10 king 7&1 . King&7 


1 2 7 knave, queen queen & knave qu. K 7 
I 2 7 knave, king 7K 1 king & 7. 
1 2 7 queen, king king & queen king & 7 


1278 9 10 * 2&1 2 K 1 
1 2 8 9 knave 8&g kn, K 2 
1 2 8 9 queen Big qu. & 9 
12 8 g king 8 4 9 king & 9 
1 2 8 10 knave 1K 2 8 K 1 
1 8 10 queen . 104 8 qu. & 


12 8 10 king 10 K 8 mim &#T 


129 10 knave 
I 2 9 10 queen 
x 2 9 10 king 


* 17 


ae 


1 2 8 knave, king 
1 8 8 queen, king 


1 2 10 knaye, queen 
1 2 10 knave, king 
I 2 10 queen, king 
1 2 kn, . _ 


[ 34 J 
on Crib, 


2 4 Adverſary' 4. 
1 2 8 knave, queen queen & knave qu. x 8 


© knave & king king & 8 


1 k 2 
9 & 10 
9K 10 


EW 4 s : 
1 2 9 knaye, queen, knave & queen 
1 9 knaye, king knave 49 
1 2 9 queen, king queen & king 


1341 


1 3 4.556 

16 457 41 
13458 5 * T 
16459 3&4 
I 3 4 5 10 3 * 5 
1 3 4 5 knave 1 3 * 5 
13 4.5 queen 38 5 
23 45 king (£2 385 


1K 2 
1K 2 
14 2 
1K 2 


king & queen king & 8 


1K 2 
qu. & 9g 


king & 9 


qu. K 9 
king & 9 
king & 9 


* 1 


"= + i FW 


king & 10 
king & 10 
r 


3&1 
7 * 1 
8 K 1 
9 K 1 
10K 1 
kn. K 1 
qu. & t 
king & 1 


— OH ©WwW 


2 
S 3 © 
a &® 
2 
S ® 


8 a & 
1 ls 
_ oy 
a 


WW = ww aw wa MHE 


IH = MH Hil Hl 


be We my tu 


bu 


10 knave _ 


{ 36 ] 

| Own Crib, 
x 3 4 &knave, queen 48 1 

1 3 4 knave, king king & 3 
I 3 4 queen, king q&1 


3K 1 
3 5 
3K 1 
8 K N 
8 K 1 
gil 
gil 


O &' & » 
Go Ow 


a 
: 


WR TOA 444% 4 


7k8 
98 1 
10 K f 
knave & 5 
queen & 5 
king x 5 


=) 


3 
3 
3 
3 
3 
3 
3 
- 

3 
3. 
3 
3 
31 
3 


WH HH 


5 K 3 
5 K 10 
5 & knave 


to 


136910 

I 3 5 9 knave 
1 3 5 9 queen 
13 5 9 king 


1 3 5 10 knave 
13 5 10 queen 
I 3 5 10 king 


3&1 


5 & queen 


Own Crib, 
3k1 


g & king 


1K 3 


1 * 3 


1K 3 


knave, queen 1 U 3 


135 
1 3 5 knave, king 
1 3 5 queen, king 


13689 

1 3 6 8 10 

1 3 6 8 knave 
1 3 6 8 queen 
1 3 6 8 king 


1 K 3 
1 3 


1 * 3 
1 * 3 
6&7 
6&7 


6k7 


6&7 


3&1 
3& 10 
3 & knave 

3 & queen 
8 
D 


3 & kin 


r 3 7 9 knave 
1 3 7 9 queen 
I 3 7 9 king 


4k 38 } 
Own Crib, 


3&1 
986 
9 ö 
98 


40 & knave 
10 & queen 


84 1 


6 K 1 
5 K 1 
6 1 
1&3 
748 
74 8 
74 
748 


361 
74 9 


749 


749 


Adoerſary a. 


104K 1 

kn. K 1 
qu. & 1 
king & 1 


to & 6 
qu. & 6 
king & 6 


qu. x 6 
king & 6 


king & 6 


1K 3 
rok 3 
kn. & 3 


qu. & 3 


king & 3 


7%1, 
7 & kn 
9 K qu. 
9 & king 


1 3 7 10 knave , 10 & knave | 7 * 1 
1 3 7 10 queen io queen 7 qu. 
13 7 10 king 781 7 king 


13 7 kn. queen 
1 3 7 kn. king 
1 3 7 qu. king 


= = Mn 8m 


HH ww MH 


1 3 9 knave, queen 
13 9 knave, king 


1 3 9 queen, king 


3 
3 
3 
3 


3 3 10 knave 
3 8 10 queen 
3 8 10 king 


3 8 knave, queen 
3 8 knave, king 
3 8 queen, king 


3 9 10 knave 
3.9 10 queen 
3 9 10 king 


9 knave 
9 queen 


9 king 


1 89 ] 


Own Crib. 
7kl 
7&1 
7%l 


3%1 
8&g 
38kg 


84 9 


10 & knave 
10K 8 
10K 8 


Adver ſauy 's. 


7 * qu, 
7 * king 
7 * king 


321 

kn. K 1 
qu. & r 
king & 1. 


58 1 
qu. & 8. 


king & 8 


kna ve & queen 81 


knave & king 
queen & king 


1&3 


9% 10 
9810 


kn. & queen 
knave & 9 
qu. & king 
D 2 


king * 8 
king & 8 


183 
qu. K 
king K 1 

1 
qu. & 9 
king 9 
king x9 


[ 


3 10 knave, king 
*- 3 15 queen, king 


SH 7 39 

4 5 7 knave 
t 4 5 7 queen 
1 45 7 king 


40 } 


3 10 knave, queen 31 
10 k knave 


3&1 


Ka. queen, king 381 


18 1 
8 * 1 
9%&1 
5 K 6 
5 6 
5 * 6 
585 


7&3 
4%5 
745 
745 
7 * 5 
745 


8 9 
481 


knave & 5 
queen a 5 


King & 5 


Adverſary's, 


3K 1 
king k 1 
10k 1 
381 


7 * 1 
8A 1 
9K 1 
10K 1 
kn. & 1 
qu. X 1 
King & 1 


8 N 1 
941 
7 * 1 
7 1 
7 * 1 
74 1 


8& 4 
8&1 
8&1 
8&1 
8 N 1 


143 9 10 

1.4 5 9 knave 
I 4 5 9 queen 
I 4 5 9 king 


1 4 5 10 knave 
1 4 5 Io queen 
1 4 5 10 king 


1 4 5 knave, queen 
T 4 5 knave, king 


1 4 5 queen, king 


14699 
148 8 10 

14 6 8 knave 
14 6 8 queen 
x 4 6 9 king 


4 6 9g knave 
4 6 9 queen 


J Ws Wl Wy 


4 6 10 knave 
4 6 10 queen 
4 6 10 king 


1 4 6 knave, queen 
1 4 6 knave, king 
4 6 queen, king 


co 
Wo] 


K ot + a a a» > + +» + +» 
"EE. >. %. &. th. A oe 
ww © © ww 0 © © © 

— 

O 


I 


4%1 
10 K 6 
10 K 6 


481 
481 
181 


1481 
748 
7 *8 
7k8 
7k8 


7&9 
749 
749 

749 


10 & knave 


10K 7 
107 


1 4 7 knaye, queen 
1 4 7 knave, king 
1 4 7-queen, king 


— D — — 
R K * 
© © © &© 
9 

— 

cf 

2 

a 

— 


HH MH 289_mw 
oi oi: od 
© © &© 

— 

O 

»Q 

c 

a 

nM 

E 


HH — — 


149 10 knaye 
1 4 9 10 queen 
1 4 9 10 king 


149 knave, queen 
I 49 knave, king 
1 4 9 queen, king 


1 43 1 


Own Crib, 


4&1 
8 * 9 
8 * 9 
8 4 9 


8 K 10 
8 K 10 
8k 10 


4 8 knave, queen 41 
4 8 knave, king 
4 8 queen, king 


48 1 
4 1 


4&1 
9 * 10 
98 10 


481 
4K 


4K 1 


knave k queen qu. K 7 
knave & king king c y 
queen & king king & 7 


King & 8 


queen k 9 
kling & 9 
i "king * 9 


Adverſary's. 


481 
knave & *: 


queen & 
king & 1 


knaye k G 
queen & 8 
kingk8 


queen & 8 
king & 8- 
knave & 5 


queen g 
king & 9 


— — 
——— — 


Þ — 


|| 
| 
|| 
| 
11 
| 


| 


l 
5 On Crib. 
1.4.10 knave, queen 4 1 
1-4 10 knave, king 10 & knave 
1 4 10 queen, king king & queen 
1 4 kn. qu. king 4&1 


$&1 
5&1 

10 K 5 

knave & 5 
queen & 3 

King & 5 


5K 1 
10K 6 


have ss 


queen & 5 
king K 5 


10 K 5 
knave & 3 
queei k 3 


I 


7 


S + 
% . 


0 * 
Ent a5 9 


Adverſary's. 
qu. & 10 

king & 10 
king & 10 
king & qu. 


I 
I 
l 
1 
1 


1 
1 
1 
1 
L 
I 
I 
I 
1 
1 


. 


[ 


4 ] 


| Own Crib, 


19 knave 
10 queen 
19 king 


knave, queen 
kna ve, king 
queen, king 


ing 
o knave 

lo queen 

10 king 


6&1 
6 K 1 
6 K 1 


6 K 1 
6 K 1 
6 K 1 


5K 1 
19K 3 


knave & 3 


queen & 3 
King & 5 


74 1 
knave & 5 
queen & 5 


king & 5 


7&1 
7 * 1 
7&1 


5 7 knave, queen 781 
5 7 knave, queen 
5 7 queen, king 


7&1 
7 * 1 


 Adverſary's, 


6&1 
6 K 1 
6. K 1 


6 * 1 
6 K 1 
6 K 1 


981 
lot 
knave&1 
queenk 1 
King K 1 


to x7 
kuave & 7 
qu. & 7 
king & 7 
7K 1 
71 
7k1 
731 

7 * 1 
741 


[ 46 ] 


- Own Crib, Adver ſary 1. 
1 6 2 9 10 581 8 * 
1589 knave Fnaveks kn. & 8 
15 & 9 queen queenks qu. & 8 
1 5B 9 king Fingks king & 8 
1 5 8 10 knave 8 K 1 8&1 
1 5 8 10 queen 8 N 1 8 * 1 
14 8 10 king #tr 8 R 1 
1 5 8 knave, queen 8 1 8 K 1 
1 5 8 knave, king Okt 8 * 1 
I 5 8 queen, king 81 8 K 1 
1 5 9 10 knave 5 * 1 91 
I 5 9 10 queen 9 K 10 98 
15 9 10 king 9K 10 961 
1 5 9 knave, queen kn. & queen 9&1 
I 5 9 knave, king 981 9&1 
2 5 9 queen, king king & queen 9 1 
1 3 10 kn. queen gkr qu. & 1 
1 5 10 kn. king king K 1 king K 1 
1 5; 10 queen, king 10K 1 10 K 1 
8K King & 1 


1 5 kn. qu. king 


1678,9 
1678 10 

1 6 7 8, knave 

1 6 7 8 queen 
16 78 king 
1679 10 

1 6 7 9 knave 

1 6 7.9, queen 

1 6 7 9 king 

16 7 10 knave 
16 7 10 queen 
1 6 7 10 king 

1 6 7 kn. queen 
1 6 7 kn. king 

1 6 7 queen, king 


1 6 8 9 10 

15 8 g knave 
168 9 queen 
16 8 g king 
168 15 knaye 
16 8 10 queen 
168 10 king 

1 6 8 kn. queen 

1 6 8 kn, king 

1 6 8 queen, king 


1 


Own Crib, 
6k 1 
10 K 1 
En. 1 1 
queen & x 


king & 1 


7&1 


 knavekti 


queen x 1 
king & 1 
6 K 9 
6 K 7 
bk 7 
6 4 
6&7 
6&7 


1 


5 R · 


knave x 9 
queen & 1 


king & 1 


10 & knave 

10 & queen 
10& king 
kn, & queen 
kn. & king 
queen & king 


Adverſary i. 


9&3 


10 
kn. RA 


qu. x 1 
King K 1 
10 K · 
ku. K 1 


qu. K 1 


king x1 
10k 1 
qu. & 
king & 2 
qu. K 1 
king & x 


king & 1 


hr 
kn. K 1 
qu. & 1 
king K 1 
10kr 
10& qu. 
To & king 
qu. x 1 
bn. * K. 
qu. & k. 


9 — - <4 


[ 


9 J 


| Own Crib. 


9 Ib knave 
9 10 queen 
9 10 king 


1 6 10 kn. queen 
1 6 ro kn. king 
1 6 10 queen, king 


x 6 kn, queen, king 


1 7 8 9 10 
1 7.8 9 kn. 
178 9 queen 
17 8 9g king 

17 8 10 knave 
17 8 10 queen 

1 7 8 10 king 

2 7 8 kn. queen 

1 7 8 knave, king 
1 7 8 queen, king 


6 K 1 
10 & queen 


king & 1 


kn. & queen 
knave & king 
queen & king 


6 K 1 
10 & knaye 
king & queen 


6 K* 1 


10 K 1 
kn. K 1 
queen & 1 
king &-1 
7 * 8 
7k8 
7k8 
7 * 8 
7&8 
7k8 


Adverſary's, 


6&1 
qu. & 1 
king ! 
qu. & 1, 
king K 1 


* king&i 


6 K 1 
king & 


108 6 


6 K 1 


10 K 1 


ku. K 1 


qu. & 1 


King K 1 


10K 1 
qu. & 
king K f 
qu. & 1 
king u 1 


king K 


1 49 ] 
2 - Own Crib, 
1.7 9 10 knave 7k1 
1 7 9 10 queen iokg 
I 7 9 1o king 1okg 
17 9 kn. queen queen ł kn, 
I 7 9 kn, king 7kg | 
I 7 9 qu. king king & queen 
1 7 10 kn. queen 7 1 
1 7 10 knave, king 7 1 
1 7 10 queen, king 7K 1 
1 7 kn. qu. king 7k1 
18 9 10 knave 8&1 
1 8 9 10 queen qu.&1 
1 8 g 10 king king & 1 
1 8 9 kn. queen 8&g 
18 g kn. king 8&kg 
1 8 9 queen, king 849 
1 8 10 kn, queen B8k%r 
1 8 10 kn. king 10 & knaye 
1 8 10 queen, king 10&8 
1 8 kn, qu, king 8 K* 1 

E. 


Adverſary's. 


7k1 
qu. & 1 
King & 1 
91 
king & 9 
king & 9 
7 * 1 
king & 1 
10 * 1 


F-0-3 


1 


10 kn. queen, king 


Own Crib, Adverſary's, 
1 9 10 kn, queen qu.ki qu, & 1 
1 9 10 knave, king king & 1 king K 1 
1 9 10 queen, king 10 9 King K 1 
1 9 kn. queen, king 9K 1 91 


oK 1 


king & 1 


11234 48 1 1K 1 
1 1646 5 K 1 5K 1 
21890 2 K 3 6&1 
411297 2 & 3 7k1 
BELL 2&3 8&1 
11239 2&3 9&1 
11 2 3 10 2 K 3 10 K 
1 1 2 3 knave 2 K 3 kn. K 1 
1 1 2 3 queen 2 K 3 qu. & 1 
1 1 2 3 king 2&3 king & 1 
11245 48 5 2 K · 
11246 6&2 - 6 K 2 
$2947 74 2 7 2 
11248 8 K 2 8 K 2 
11249 11 9 2 
1124 10 10 K 2 10 K 2 
I 1 2 4 knave kna ve & 2 kn. & 2 
1 1 2 4 queen queen K 2 qu. & 2 
I 1 king & 2 king & 2 


2 4 king 


” = HH nH WH el 4 wu 


MH » tw „ „ wm 


2 „ We by 


MH MK — — — _H «4 


HH — "H — + Mt wm 


MH HH = — — MH 


256 
257 
2 5 8 
259 
2 5 10 
2 5 knave 
2 $5 queen 
2 5 king 


= 


Own Crib, 
5 K 6 
57 
1K 1 
5&2 
10 K 5 
knave & 5 
queen & 5 
king & 5 


1K 1 
2&1 
9&6 
6 K 2 
6K 2 
6 K 2 
6 K 2 


7* 8 

79 

10K 2 

knave & 2 

queen & 2 

king & 2 
E 2 


Adver 7 ary's, 


6% 2 
7%2 
8&2 
98K 2 
10 & 2 
kn. & 2 
qu. & 2 
king & 2 


MH 2 vw MH4 by Www bs by be 


bs tw owt bY Wo wu 


HH „% + @ = —B HH HK 8v — 
_ os a be 29 as = we av © 


HH = Wy — 


„ ew ny = a 83-4 


© WW G Www Www © Ww o 
oth oth. K K K K ob ob 


28g 
2 8 10 
2 8 knaye 
2 8 queen 
2 8 king 


2 9 10 

2 9 knave 
2 9 queen 
2 9 king 


2 10 knave 
2 10 queen 


2 10 king 


2 knave, queen 
2 knave, king 
2 queen, king 


38 S 


PQ X 
* S 
2 
2 
— 


1280 -3 


Own Crib, Adver ſary's, 
8 K* 9 92 
8 K 10 10 K 2 
2 & knave kn. & 2 
2 & queen qu. & 2 
2 & king king & 2 
9% 10 10&2 
knave & 2 kn. & 2 
queen & 2 qu. & 2 
king & 2 king & 2 
to * knaye 10ks 
10 & queen qu. & 2 
10 & king king & 10 
knave & queen qu. & 2 
knave & king king & 2 
queen & king king XK 2 
1K 1 1K 1 
1 6 K 3 
4&3 7 * 3 
1K 1 8 K 3 
4* 3 983 
3K 1 10 * 3 
3K 1 kn, & 3 
38 1 qu. & 3 
3K 1 king & 3 


HH ww + ww HH HH — HH 
© 0 © © © © wo w 
RAA 
Fee 
7 8 

na 
9 n 

I 


F 52 © Ww 
— 

2 

Aa = 


GG 4 ae c4 ©: th 
»Q 
5 
5 


MH »w = HH 7 4 — 
HH = ww — — — — 
0 © © 


2 
08 


11378 
11379 
113 7 10 
11 3 7 knave 
1 1 3 7 queen 
1137 king 


(68 3 


Own Crib. 


5K 6 


1K 1 
5&3 
5&3 
105 
knave & 5g 


queen & 5 
king & 3 


6 * 7 
8 K 6 
98 6 
6 K 3 
6 * 3 
6 K 3 
6& 3 


7k8 
749 
10 * 3 
knave & 3 


Adverſary's. 
6 * 3 
7 * 
8 * 3 
9% 3 
Iok 3 
kn. & 3 
qu. & 3 
king & 3 


6 & 3 
8 * 3 
953 
10 & 6 
kn. & 6 
qu. & 6 
king u 6 


8 K 3 
gk 3 
1027 
kn. & 7 
qu. & 7 
king & 7 


3 10 knave 
1 3 10 queen 


3 10 king 


3 knave, queen 
3 knave, king 
3 queen, king 


456 
457 
458 
459 


4 5 10 
4 5 knave 


4 5 queen 


4 5 king 


1641 


Own Crib. Adverſary's. 
8&9 8-& 3 
8 & 10 8 & 10 
knave & 3 kn. & 8 
queen & 3 qu. & 8 
king & 3 King & 8 
9% 10 10 * 3 
9 & knave 9 & kn, 
queen & 3 9 & qu, 
king & 3 9 & king 
10 & knave 10 & 3 
10 & queen 10 & qu. 
10 & king 10 & king 
na ve & queen qu. & 3 
knave & king king & 3 
queen & king Kking&qu, 
> 1K 1 
5 * 7 7 * 1 
5 * 8 8 K 1 
181 9&1 
10 K 5 104 1 
knave & 53 kn. K 1 
queen & 5 qu. & 1 
king & 5 king & 1 


by 25 9 0 0 1 6 0 


h vx — 


. 9 ag WW MO 


My = —— — 


478 
479 


17 10 
4 7 knaye 


4 7 queen 
4 7 king 


7k8 
749 
104 7 
knave & 7 
queen & 7 
king & 7 


8&9 

8 K* 10 
8 & knave 
8 & queen 
8 * king 


9& 10 

9 & knave 
9 & queen 
9 & king 


1 56 J 


| Own Crib, Adverſary's, 
| 1'1 4 10 knave 10 & knave 10k 1 
| 1 1 4 10 queen 10 & queen qu. x 1 
1 1 4 10 king 10 & king king& 1 


r 4 knave, queen kuave & queen qu. K 1 
I 4 knave, king knave * king king & 1 
1 4 queen, king queen & king king & 1 


HH Wa GE 


11567 1K 1 1K 1 

11 5 68 5 K 6 8 K 1 
11569 5 K 6 6&1 
115 6 10 5&6 10&6 > 
x 1 5 6 knave 5 86 kn, & 6 

x 1 5 6 queen 5&6 qu. & 6 
n 5 8 6 king & 6 


11678 7k8 1&1 
11579 7&5 7&1 
2257 10 10ks 10&7 
11 5 7 knave knavek 5 kn. K 7 
11 5 7 queen queen & 5 qu. & 7 
1137 king & 5 


4. 


5 
6 
6 


wx 


by Wy tu by 


= &F 


1 5 10 knave 


I 1 5 10 queen 


I 


t 5 10 king 
1 5 knave, queen 
1 5 knave, king 


I 5 queen, king 


1678 


11679 

t 6 7 10 

1 6 7 knave 
16 7 queen 
1 6 7 king 


I 
I 
I 
I 


Own Crib, 


8 * 9 
10 K 5 


knave & g 
queen &s 3 


king & 5 


10 * 5 


knave & 5 
queen & 5 


k ing & 5 


1X 1 
1X 1 
1K 1 


1K 1 
Ik. 
1K 1 


1K · 
1K 1 
6&7 


6& 7 
6&7 
6&7 


Adverſary's, 


kn. &8 


qu. x 8 


- king&8 


10K 1 
981 

qu. & 1 
king K x 


1K 1 
1K 1 


1 88 J 


Own Crib, 
1K 1 
9 K 6 
8&6 
8 & 6 
8 K 6 


Adver ſary i. 
9&1 
10 K 1 
ku. K 1 
qu. & 1 
king & 1 


168 9 

1 6 8 10 

x 6 8 knave 
1 6 8 queen 
1 6 8 king 


118 9 10 

x 1 6 9 knaye 

1 1 6 9 queen 
x 16949 king 


0 & 6 
kn. K 6 


qu. & 9 
king & 9 


1 K 1 
986 
9%6 
9&6 


10&6 
qu. & 5 
king & 10 


10 & kna ve 
10 & queen 
10 & king 


1 6 10 knave 


1 6 10 queen 
1 6 10 king 


1 6 knave, queen 
I 6 knave, king 
1 6 queen, king 


kn, & qu. 
kn. K king 
qu. & king 


qu. & 6 
king & 6 
king & 6 


1789 
178 10 
17 8 knave 
1 7 8 queen 
2 7 8 king 


1K 1 
7 * 8 
788 
7 8 
7 * 8 


1K 1 

10K 1 
kn. & 1 
qu. & 1 


king K 1 


K 1 


7 10 knave 


1 1 7 10 queen 
1 1 7 10 king 


MH m4 


* 


— 


1 7 knave, queen 
1 7 knave, king 
1 7 queen, king 


18 9 10 

1 8 9 knave 
r 8 9 queen 
1 8 g king 


1 8 10 knave 
1 8 10 queen 
1 8 10 king 


18 knave, queen 
1 8 knave, king 


1 8 queen, king 


10 & kn, 


10 & qu. 
10 & king 


kn. & qu. 
kn, & king 


qu. & king 


1K 1 
8 K 9 
8 * 9 
8 K* 9 


10 K knave 
8 K 10 
8K 10 


kn. & qu. 
kn. & king 
qu. & king 


119 10 knave 
I 1 9 10 queen 


I 1 9 10 king 


1 60 
Own Crib. 
11 


9 K 10 
9 10 


1 1 9 knave, queen kn. & qu. 
I 1 9 knave, king 9 & kn. 


3 1 9 queen, king 


PIE 
Wy We: bu: By by buy „„ bu buy bt bay 


MH MH „ 


du. & king 


10 knave, queen 1K 1 
10 knave, king 10 & kn. 
10 queen, king 1K 1 
knave, qu. king 1&1 


ww HA WH ae ww HW = Mos wo 


2 knave 
2 queen 
2 king 


2 K 3 

2 K 4 

2 K 5 

2 K C 
2 * 7 

2 K 8 

2 K 9 

2 & 10 

2 & koaye 
_ 2 & queen 

2 & king 


Adverſary's Grib, 
kn.&g 


qu. & 9 
king & 9 


qu. & 9 
king & 9 
king & 9 


qu. & 10 
king & 10 
king & 10 
king & qu. 


a2 Rx 3 
2K 4 
2 K 5 
2 & 6 
2&7 
2&8 
2 * 9 
2 & 10 
2 & kn, - 


2 & qu. 
2 & king 
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Oun Crib, Adverſary's. 


11134 344 3&4 
111353 35 3&5 
11136 386 38 6 
11137 3%7 3&7 
EL TYA8 348 38 
11139 3&9 349 
111 3 10 3 * 10 3 K 10 
1 1 1 3 knave knave& 3 kn. & 3 
1 11 3 queen queen & 3 qu.&3 
1113 king king & 3 king & 3 


And, in general, whenever you can hold a 
pair royal in your hand, you muſt lay out the 
other two cards, both for your own and your 
ad verſary's crib, ſome few caſes excepted; for 
example, if you hold a pair royal of any ſort, 
with two fives, it will be highly dangerous 
for you to lay out the two fives for your adver- 
ſary's crib, unleſs it happens to be in ſuch a 
ſituation of the game as your pair royal makes 
you out, or that your adverſary is ſo very near 
out himſelf, that you apprehend the crib is not 
of any importance. 
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There are many other cards very hazardous 
to lay out for your adverſary's crib, even 
though you can hold a pair royal, ſuch as two 
and three, five and ſix, ſeven and eight, five 
and any tenth card; therefore, whenever you 
are ſituated with ſuch cards, you muſt pay a 
due regard to the ſtage of your game, or, 
indeed, with many other cards, and particularly 
when the game is nearly ended, and it happens 
to be your own deal, and that your adverfary 
is nearly out, or within a moderate ſhew. 
Here you muſt always take particular care to 
hold ſuch cards as ſhall enable you to play away 
from your adverſary, and thus prevent him 
from coming in for any ſequence, pair royal, 
&c. and in this ſituation of the game you ſhould 
endeavour to keep ſuch cards as will enable 
you to come in with the laſt card, and win 
the end hole, which may frequently prevent 
your adverſary from gaining the game. 


You may perceive, that in pointing out the 
various ways of laying out the cards I have 
already mentioned, I bave conſidered all thoſe 
cards to be without ffuſhes, for, whenever it 

1 | happens 
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happens that you can fluſh your cards in hand, 
it may be of infinite ſervice, both in helping 
you. to aſſiſt your own crib better, or to throw 
a greater bilk into that of your adverſary, 
conſequently, whenever it happens that you are 
able to make a fluſh, you muſt judge whether it 
will be to your advantage to do it or not, and 


act accordingly. 


It will not, I preſume, be of any ſervice to 
ſtate how every different hand of cards which 
can poſſibly happen, ought to be laid out; this 
would, in my humble opinion, perplex inſtead 
of inſtruft. By paying a proper regard to the 
laying out ſuch hands as I have alrezdy ſtated 
in the ſecond part of this Treatiſe, every perlon 
may form a right judgment to lay out any x otheys 
W occur. A 

9 

There is one rule which (with ſome few 
exceptions) may be commonly obſerved in laying 
out your cards. Always endeavour, it you 
can with propriety, to keep a ſequence in your 

own hand, in preference to cards that are 
not * connected, but more eſpecially if 
F 2 ſuch « 
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ſuch fequence happens to be a fluſh; and 
conſtantly to lay out as cloſe cards as poſſible 
for your own crib, provided you do not, by this 
meaſure, break your hand. Remember, that 
as there is (in Five Card Cribbage) always one 
card more to count for the crib than there is to 
count for the hand, the expectation or probable 
chance of points in the crib, exceeds that of 
thoſe in hand as five is to four. It is, therefore, 
your indiſpenſible duty, to help 2 crib as 
much as poſſible. 


The cards which are the moſt proper to lay 
out for your own crib, are, firſt, two fives; 
ſecond, five and fix; third, five and any tenth 
card; fourth, three and two; fifth, ſeven and 
eight 3 ſixth, four and one; ſeventh, nine and 
ſix, If you have not any of theſe to lay out, 
put out as cloſe cards as you can, becauſe you 
then have the greater chance of either being 
aſſiſted by the cards which your adverſary Jays 
out, or the card that is turned up, to make 
ſequences, Lc. And uniformly lay out two cards 
of the ſam ſuit for your own crib, in preference 
to two other cards of the ſame kind, that are of 
| > different 
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different ſuits, as this gives you the - probable 
chance of there being a fluſh of all in your crib; 
whereas, if you lay out two cards of different 
ſuits, you cannot poſſibly have a fluſh in your 
crib, On this account you muſt endeavour 
to avoid laying out two cards of the ſame 


fuit, when it is your adverſary's crib, for ſear 
he ſhould have a fluſh therein, 


Bilking the crib of your adverfary is a very 
eſſential part of the game of Cribbage; it is, 
therefore, proper to point out the cards which 
are the beſt adapted for this purpoſe, which are, 
a king, with a ten, nine, eight, ſeven, fix, or one; 
a queen, with a nine, eight, ſeven, fix, or ace; 
or any cards which are not likely to make 
up ſequences, are proper cards to bilk your 
adverſary. 


The reaſon that a king is, in general, a great 
bulk with almoſt any other card, is, that it being 
the higheſt card in the pack, there is no chance 
of any cards above it to come in for a ſequence, 
&c. 
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You ſhould never lay out a knave for your 


adverſary's crib, if you can, with equal propriety, | 
avoid it, as the probability of the turn-up card 4 
being of the ſame ſuit as the knave, is 3 to 1 | 
againſt it; conſequently it is only 3 to x but the 
nn fuch knave in your hand gains you dE 


a point,.' whereas, if you Jay it out to your 
ad verſary's crib, it is only 3 to 1 but it makes 
him a point; hence the probable difference of 
loſing a point by putting out your knave is 
only 3 to 24, or-9 to 7, that is to ſay, in 
throwing out a knave into your adverſary's 
crib, (when you could, with equal propriety, 
keep the fame in your hand,) 16 times, you give 
away ſeven points, it being only 9 to 7 but you 
give away a point every time you play in this 
- manner, 
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T H E probable chance of points in a han 
may be eſtimated at ſomething better thah 
four, and not equal to five ; and the probable 
chance of points to be got by playing a hand of 
cards are, to the non-dealer (or the perſon who 
plays the firlt card) ſomething better than one, 
and to the dealer equal to two points: hence it 
it will be found that the probable chance for 

a hand and play for the non-dealer is nearly equal 
to ſix points, and to the dealer ſomething better 
than ſix points; conſequently taking a hand and 
play alternately for and againſt the deal, through 
the whole game, it may fairly be computed to 
te ſix points on the average. And the 

a probable 
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ptobable chance of points in the crib may be 
Faicly eftimared at five, ſo that the dealer has a 
right to make ſixteen points by his hand, crib, 
and his next hand, and as ſuch he may properly 
be called dealing at home, if when he makes 


his ſecond deal his firſt peg has paſſed the 15th » 


hole on the board ; he will likewiſe find himſelf 
at home if when he deals the third time his 
firſt peg has paſſed the Zoth hole, or turned the 
top of the board; in like manner he is certainly 
at home if he makes his next deal within fifteen 
points of the game. In all theſe ſtages of the 
game you mult pay due attention to the ſtate 
of your adverſary's game; and whenever you” 
abſerve he has got the beſt of the conteſt, either 
by holding ſuperior cards, or by means of playing 
more points than you had any right to expect, 
von mult then act according as the appearance 
A your cards give you. the probable chance: 
For example—if you deal five or ſix holes back, 
and you take up good cards, you will then play 
a. many holes as poflible, becauſe by doing this 
and holding good cards at the fame time, you 
may in all probability regain a preference for the 
unc. On the other hand, whenever your game 

* * 
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is back, and upon taking up your cards they 
do not preſent you with a very flattering proſpect 
of making any great run, it will be your beſt 
play to try all in your power to preyent your 
adverſary from getting forward, and ſo have a 
chance to win the game by his not being able 
to make good his ſhews ; you will, therefore, 
in all ſuch caſes, wave or forego the ſeeming 
advantage of making a few holes in play, for 
fear it may give your adyerſary a chance of alſo 
playing a few holes, which, very poſſibly, may 
enable him to gain the game, 
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>. Exhibiting the beſt Methods of making B E T S with 
Advantage, + 


HENEVER you are inclined to make any 

bets upon the Gamez of CIM ACE, your 
firſt buſineſs ſhould be to examine carefully the 
ſtate of both games, and by no means forget who 
has the deal, for it will be impoſſible to make 
K any judicious bets upon a game, unleſs you are 


at a certainty of who has the deal. When you 


are aware of this, and you have examined the 
ſituation of the pegs, the following different 
poſitions will be fully ſufficient to enable you to 
know the odds in every part of the game: 


ö The pegs being even, each five holes going up 
\ the board, is 6 to 4 in favour of the dealer. 

The pegs even at 10 holes each, is 12 to 11 do. 
do, — at 15 holes each, is 7 to 4 do. 

do, — at 20 holes each, is 6 to 4 do. 

do, — at 25 holes each, is 11 to 10 do. 

The 


1 
enn hoes each, ie 9 to 5 do, 
do. — at 35 holes each, is 7 to 6 do, 
do, — at 40 holes each, is 10 to 9 do. 
do- — at 45 holes each, is 12 to 8 do, 
do. — at 50 holes each, is ; to 2 do. 
do. — at 55 holes each, is 21 to 20 do. 
do. — at 56 holes each, is 7 to 5 againſt 
the dea ler. ö 
do. — at 57 holes each, is 7 to 4 do 
| do. — at 58 holes each, is 3 to 2 do, 
Ado. — at 59 holes each, is even betting. 
do. — at 60 holes each, is 2 to 1 in 
favour of the dealer. 


I all ſtages of the game, until you come 
within the laſt twenty holes of the end, if the 
non-dealer is three points a-head, the dealer has 
not any thing the beſt of the game, and you may 
at any time venture to bet your money upon 
equal terms, and either give or take your choice 
of ſides 3; but when you get nearer towards 
the end, a point or two makes a very material , 
difference: For example —Suppoſe the dealer 
wants twenty holes of game, and the non- 
dealer only ſeyenteen, in this caſe the dealer 

1 has 
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has nearly 5 to 4 the worſt of the game, for the 
non-dealer being nearly. at home for his next 
deal, may break his hand in order to throw a 
ſtrong bilk into his adyerfary's crib, or play his 
cards in ſuch manner as ſhall prevent his oppo- 
nent from getting any points by play, &c. 


The game becomes again very equal when 
the dealer wants fourteen and the non-dealer 
nine, and when the dealer wants eleven and the 
non-dealer ſeven of the end; but when the 
dealer wants only three points of being out, and 
his adverſary (who has the firſt ſhew) wants 
four, in this ſituation the dealer has five to four 
the beſt of the game, on account of the great 
probability he has of playing out; this, added to 
the chance of his adyerſary od holding four 
points, gives bim F-much the better of the 
game. Here the dealer will obſerve, that he has 
no occaſion to hold a ſinęle point in his hand, but 
to keep the ſmalleſt cards he poſſibly can for 
play, which gives him the greater probability — 


_—_ at oy the end hole, 
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In all parts of the game, until you are within 
about fifteen holes of being out, if the dealer is 
five potuts a- head of his adverſary, he has about 
3 to 1 the beſt of the game, and, as he 
approaches nearcr to the end of the game, ſup- 
poſing him ill to retain his advantage of being 
five points a-head, the odds increaſe to 8 nd 10 
10 1 in his favour, for it is preciſely 10 to 1 if you 
deal wanting only ſix points of being out, and 
your adverſary has eleven points to get. 


If a dealer leads his adverſary 10 points, he 
has very conſiderab'e odds of the game in his 
favour ; ſituated in this manner, in any ſtage of 
the game, he may, with propriety, venture to bet 
8 or 10 to 2, and if he is near to the end of the 
game, the odds increaſe to 10 or 12 to 1, for 
it is a good 12 to 1 if you deal, wanting only 
fix points of game, when your adverſary wants 
ſixteen points. 


If a dealer is five points behind his adverfary 
at any part of the game before he turns the top 
of the board, he has about 6 to 5 the worſt of 


the game; if he has tyrned the top one point, 
and 


(.95 1 

and his ad verſary ſix points, the dealer has 6 to 
4 the worlt of the game; if he has turned the 
top ſix pointts, and his adverſary eleven points, 
it is 7 to 4 againſt the dealer; but if you deal, 
wanting ſixteen points of the end, and your 
adverſary wants eleven points of the end, the 
dealer has about 21 to 20 the beſt of the game. 


A Cuztous GAME at FVI CARD CIA. 


A. and B. are at play, and B. has got fifty-ſix 
poĩnts towards his game, which is within five of 
being out, while A. h2s not made a ſingle hole, 
but is to deal, and ſhall win this game in three 
ſhews, with four points to ſpare. ——Quere, What 
cards muſt each party have for A. to Re this 


game ? 


Answzr,.—A, deals, and gives B. one fix, 
two ſevens, one four, and one three, and gives to 
bimſelf three ſixes, with a three and a two, 


G x B. if 


-2 — — - o — 
— — - = — 


i= 
| 

| 
1 
|| 
| 


= 


B. if be plays well, muſt lay out his four and 
three, and bold his ſix and two ſevens. 


A. playing well, muſt lay out his tbree and 
two, and hold his three ſixes. 


The tarn-up card a three. 


B. begins with playing one of his ſevens, A, 
follows with playing a fix, making thirteen, then 
B. pairs A's. ſix, making nineteen, and marks two 
(which makes him within three of game,) A. then 
plays another ſix, making twenty-five, and a pair 
royal, for which he marks ſix, B. here not being 
able to come in with his other ſeven, A. again 
plays his other ſix, makin; thirty-one, and a dou- 
ble pair royal, for which he marks fourteen points 
more. 


B. then marks two points for his hand, which 
makes him within one of game. 


A. then marks twelve - for his hand, which 
makes him thirty-two points (having played 
twenty.) A. next marks his crib ſeventeen 
points, making him in all forty-nine points. 

B. then 


{4 
B. then deals, and gives A. the three of 
hearts, the four of hearts, and the five of hearts, 


with any two tenth cards, B. likewiſe gives bim- 
ſelf a ſeven, ei aht, nine, queen, and king. 


A. play ing well, lays out his two tenth cards, 
and holds his three, four, and five of hearts. 


B. to play well, muſt lay out his king and 
queen, and hold bis ſeven, eight, and nine, and a 
three to ſtart. 


A. then plays off his four, B. follows with his 
eight, making twelve; A. then plays his three, 
making fifteen, and marks two; B. follows with 
his nine, making twenty-four; A. then comes in 
with his five, making twenty- nine, and marks 
one for the end hole, B. not being able to come 
in with bis card. | 


— 


A. then marks thirteen points for his hand, 
which is four points more than he wants. 
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A Curious Caszs at Fourx-FPaxpetp 
CazlBBAGE, 


Wherein not any of the four parties can hold 
a ſingle point in hand, and yet the Genders {hall 
win the game the firſt ſhew. 


Fox ExAmMPLE. 


Let A. and B. deal againſt C. and D. each 
perſon to hold a three, four, ſix, ſeven, with any 
tenth card, ard each to lay out their tenth card 
for the crib; D. then cuts the cards for the turn- 
up, which proving to be a knave, A.aud B. mark 
two points.—It being C's. firſt play be leads with 
pitching his four, which B. pairs and marks two 
points; D. then plays his ſour, and marks fix 
points, for a pair royal; A. then plays his four, 
making a double pair royal, for which he ſcores 
twelve points; C. then plays again with his 
three, which is paired by B. who marks two 
points more; D. plays his three, and marks ſix 
fora pair royal; and A. comes in with his three 
likewiſe, which, making a double pair royal, and 
the end hole, be marks for ſuch thirteen points; 
c. then plays off again with his ſeyen, which B. 

| pairs, 
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pairs, and marks two points; D. plays his ſeven, 
and marks ſix points; and A. playing his ſeven, 
makes a double pair royal, for which, and the 
end hole, he marks thirteen points more; here 
again C. plays his ſix, which is paired by B. who 
ſcores two points; D. plays his fix, and marks 
ſix points; and A. who is the laſt player, makes 
a double pair royal with his ſix, for which, and 
the end hole, he marks thirteen points, which, 
with the various other points played by A. and B. 
compleat the game, or ſixty-one points, while G, 
and D. have only been able to play twenty-four 
points. — Thus the game is won by A. and = 
without holding a ſingle point. 7 


——== 


SIX CARD CRIBBAGE 


Is ſo much like Five Card Cribbage, in every 
point of view, that if you can play well at that 
game, you cannot fail doing it at'thisz henee it 
will. not be neceſſary to enter largely upon the 
game of Six Card Cribbage, It is compoſed" of 
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pairs, pairs royal, double pairs royal, ſequences, 
fifteens, fluſhes, &c. and is counted and marked 
in preciſely the ſame manner as with five cards, 
except that the non- dealer, at the commencement 
of the game, muff not ſcore any holes for laſt ; 
but begins the game upon an equality, and in 
playing your cards at this game, they muſt all be 
played out, ſo that when you have played either 
the end hole, or made thirty-one, if there are any 
cards remaining in the hands of either party, ſuch 
cards muſt alſo be played in the ſame manner to 
make pairs, fifteens, ſequences, &c. as before, 
and in doing this you will always endea- 
vour when you are the laſt player, to retain 
as cloſe cards as you poſlibly can, for this 
Will frequently enable you to make four points 
by playing your two laſt cards, when you would 
otherwiſe my make one point. 


mn - 4 
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1 a 
ſeyen and eight, and that your adverſary has only 
one card remaining in his hand, the probable 
3 a ſix or a nine, (in 

5 either 


either of which caſes you come in forfourpoints) 
is eleven to two; therefore it is only eleven to 
two hut you gain three points by this play (ex- 
cluſtve of the end hole,) whereas, if you were to 
retain for your laſt two cards, a ſeven, with a ten, 
or any two cards which are diſtant from each 
other, you have no chance to gain any thing by 
them only the end hole, as there is no poſſibility 
of their coming in for any ſequence ; or if you can 
retain a pair of any kind for the laſt two cards, 
(your adverſary having only one card, and he 
being the firſt player,) you by this means make a 
certainty of two points, excluſive of the end 


hole. 


y tain ſuch cards ( ſuppoſing your adverfary to have 
nene left) as will either make a pair, fifteen, &c. 
ſor by this means you gain many points which 
yon otherwiſe could not poſſibly get. Having 
paid a proper attention to the beſt method of 
playing your hand, you have only to ſtudy the 
ſtate of your game, in order to enable you to form 

a right judgment when you are to play off, and 
when to play on; to do this with propriety, it is 
neceſſary to ſtate the different ſtages of the game, 
when it may be preſumed you are at home, and 
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By the ſame rule you ought always re- 


have 
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have a preference for winning the game, and 
when not. lt is generally admitted, by profeſſed 
players, that having the deal to commence the 
game with, is of ſome trifling advantage; but it 
is ſo very ſmall, that I will venture to pro- 
nounce, if any dealer were to give one point 
to his adverſary, he would be conſidered to have 
the worſt of the game, for you are entitled to 
mark twenty-five points, by three ſhews and 
play; at this game, conſequently, the perſon who 
begins the game with the deal, ought to make 
his ſecond deal with his firſt peg twenty-five 
points up the board, and his third deal within 
eleven points of the end, —You will alſo obſerve, 
that the perſon who does not commence the, 
game with the deal, may be conſidered to have a 
preference for the game, if he can make his firſt 
deal with his front peg over the tenth hole going 
up the board, for by this means he has a right to 
expect to make his ſecond deal with hiz firſt peg 
in the 36th hole, or fix points turned the top, 
ſrom whence he has a probable right of running v 
home in his next three ſhews; you will therefore, 
whenever you find your adverſary gains a prefer- 
ence for the game, be governed by the appear- 
ance of the cards you take up. 


Fox 
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Fox EXAurrz. 


If your cards preſent you with a flattering 
proſpect, it is your duty to make a puſh, in order 
to regain a preference for the game by running, 
whereas if you take up bad cards it will (in this 

© caſe) be the beſt play to endeavour to (top your 
adveriary as much as poſlible, and thereby have 
the probable chance of winning the game by his 
not being able to make good his points. 


| 
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RULES to be obſerved in playing the 
Game: of CRIBBAGE, 


A Dealer may ſhew every card he has, if he 
thinks proper, in dealing. 


If a dealer ſhews any of his adverſary's cards 
in dealing, his adverſary ſhall be entitled to mark 
two points, and have liberty to call a freſh deal 
7 not, as he ſhall think proper. 


If the dealer gives his adverſary any number 
of cards more than his due, the non- dealer ſhall 
mark two points, and have liberty to call a new 
deal, provided he diſcovers ſuch miſtake before 
he takes bis cards off the table into his hand. 


7 


If the dealer ſhall obſerve his adverſary to 
bave more cards in his hand ( after they are 
H taken 
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token up) than he is entitled to, he fſha)l mk 
ſour points, and call a new deal. 


If a dealer gives himſelf any number of cards 
more than his due, his adverſary ſhall mark two 
points, and call a freſh deal or not, as he thinks 
proper 4 if he does not chooſe a new deal, he 
thall have liberty to draw the extra cards out 
of the dealer's hand, 


If a dealer is caught with more cards than 
h:s due, after being taken off the table into his 
hand, his adverſary ſhall mark four points, and 
call a freſh deal. 


No perſon ſhall have liberty to ſhuffle, or 
even touch the cards, from the time the cards are 
dealt, to the time they are to be cut for the 
tur n- up card, under penalty of two points to be 
marked to his adverſary. 


If any perſon takes more points than he has 
a right to, either in playing the cards or marking 
dis hand or crib, his adverſary may firit put him 
back as many points as he has over marked, and 
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has then a right to ſcore ſo many points towards 
his own game. 


No perſon ſhall preſame to touch either of 
his own pegs, except when he is ertitled to mark 
ſomething, without forfeiting two poi ts to his 


adver ſary . 


If any perſon by accident puts any of the peas 
out of their proper places, it ſhall be left to the 
judgment of ſome perſon preſent to replace them 
as near as poſſible tothe ſame ſituatian as before. 


If any perſon takes out his front peg, he muit 
put the ſame into the board bchind his other, 
which muſt then become his frout peg, 


* 


If any bye- ſtander ſpeaks, or any way inter- 
feres in the game, he ſhall forfeit. 


If any perſon marks a leſs * of points 
than he ought, his adverſary muſt not ſcore any 
thing for ſuch omiſſion, 


Each party ſhall have a right to pack his own | 
cards; and if any perſon who puts his own cards 
H2 to 
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to the pack has omitted to take for them, (whether 
hand or crib,) ſuch perſon ſha!] not have liberty 
to mark any thing for tae ame afterwards, 


The follywing are Practices commonly made 
uſe of by Profeſſional Players, er ſuch 
Men as ar: generally kn,wvn by the Appellation 
of Black Lzcs, Tc, 


HAN DIN TRE Cards. 


O called from the cards being ſecured in the 
palm of the hand. The perſon who practiſes 

this art at Cribbage generally takes care to get 
two fives, with any other two cards, placing one 
of the two ord:nary cards at the top, next to it 
one five, then the other ordinary card, and 
under it the other five, Theſe four cards, fo 
placed, he ſecures in the palm of his hand, while 
he deſires his adverſary to ſhuffle the cards, and 
being very generous, alſo tells his opponent to 
cut them. When this is done, be puts his hand 
which contains the four cards upon that part of 
the 
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the pack which is to be uppermoſt, and then 


leaves the cards on the ſame; conſequently, 


when he deals the two fives will fall to his own - 


hand of cards; ; by which means when a perſon 
who can hand deals, he is pretty ſure of two or 
more fives, 


. —.— 


Is ſecuring one or more cards upon the Kue, 
under the table you play at; and therefore any 
perſon who practiſes this n has. always te 
choice of exchanging any of the cards he think; 


proper for thoſe he has thus ſecured ; which is 


the ſame as ſuffering your adverſary to have-the 
choice of ſix or ſeven cards, while you have only 


your proper number, $5020 
* 


GanRETING: 


Is ſo called from the practice of ſecuring the 
cards either under your hat, or behind the head, 


The method of doing this is, to ſele& out 
three or four extraordinary good cards, while 
your adverſary is marking his hand or crib ; antt 
placing the ſame behind your head. This being 

H 3 done 
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done and the cards properly dealt, you take up 
your own cards, which you take care to examine 
pretty quick, and after laying out any two you 
think proper for crib, you immediately with one 
hand put your other remaining cards upon the 
pack, and with your other hand take down the 
cards which have been ſecured ; then in lieu of 
very bad cards which you poſſibly might have 
had, you have the beſt which can be got, 


SLIP IINSOG THk CARDS: 


Is pe formed in various ways, all which tend 
to put the ſame cards at the top again, which 
have been cut off, and ought to be put under- 
neath. Whenever this is done, you may depend 


the cards are previouſly placed in ſuch manner as 


will anſwer the purpoſe of the perſon who per- 
forms the operation. 6 


Walkinc THz PRS: 


Mleans ether putting your own pegs forward, 
or thoſe of your adverſary back, as may beſt 
fuit your pur,ofe ; and it is always executed 
while you are lay ing out the cards for crib, 


The 


% 
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The method generafly adopted for this buſi- 
neſs is, to take the two cards which you intend to 
put out for the crib and fix them with your third 
finger upon the back of the cards, and your 
others on the front thereof ; then holding them 
.Fait in your hand you cover the pegs in the 
board from the fight of your adverſary, while 
with your firſt finger and thumb on the ſame 
hand you take out unperceived apy peg you Uke, 
and place the ſame wherever you think proper. 


* 


SLIPPING THE FIVES. 


Slipping the Fives, at Cribbage, is an — 
ſtrong advantage, 


The mole of doing this is, firſt to mark them 
in any manner ſo as to know them; and when- 
ever it happens that you obſerve one coming to 
your adverſary, you give him the next card 


under in lien thereof, which many who are in 


„the habits of playing much perform with extra- 
ordinaty great dexterity. | 


Cur CAAD: 


Cut Cards are ſometimes called Longs and 


Shorts, 13 
| Theſe 


| 


| 
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_ - Theſe area pack of cards which are regularly 
prepared, having the ſixes, ſevens, eights, and 
nines, all cut ſomething ſhorter ; and the fives, 
and all the tenth cards, cut ſomething narrower 
than they were, By this means, if you want a 


particular card to ſtart, you cut accordingly, 
* 


For EAM I xz. 


I, the cards are cut as above deſcribed, and 
you want a ſix, ſeven, eight, or nine to be the 
turn-up card, you lift up the cards by taking 
hold of them at each end, by which means the 
Kixes, ſevens, eights, and nines being ſhorter that 
way than the others, the probability is very 
great that one of thoſe will be uppermoſt, 
conſequently the card you wiſh. On the other hand, 
if you wiſh for a tenth card or five to ſtart, you 
Jift up the cards by taking hold of the pack at 
each fide, which makes it almoft acertainty that 
ſome of the cards you wiſh, for are turned up. 


CARDS TAKEN OUT OF THE PACK. 


It is a very common thing for ſome people 
to take two or three cards (generally ſmall ones) 
but of e. which not being known to his 
adverſary, 


LY 
«a . 
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adverſary, makes him play to a very great dif- 
ad vantage indeed, It is therefore your duty to 
count the whole pack as frequently as you think 


proper, 


Taz Ord GzntLEMAN 


Is ſometimes called a Brief Card; and muſt 
have been procured from ſome perſon who has 
the making of cards, it being ſomewhat larger 
than any which are made up into packs; by which 
means, by fixingany card you think proper under 
it, you can always have the card ſo placed under 
for a ſtart, when your adverſary deals; or by 
electing two fives, with any other card between 

em, and placing the ſaid three cards under the 
Old Gentleman, you are enabled to make your 
adyerſary give you the two fi ves when he deals, 
by cutting the cards where you feel the Old 
Gentleman, | | 


BRIDOING THE Cars ! 
Is done when you wiſh for any particular 
card to ſtart, and you can by any means find ſuch 
card and alace it on the top of the pack, This 
done, you bend the upper part of the cards 
upwards, 


* 
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upwards, and the lower part of the cards down- 
wards ; then dividing the cards, and putting 
thoſe which were under at the top, and the two 
cards which have been bent oppoſite ways will 
be found together, and will form a cavity, 
ſomething like the arch of a bridge, by which 
means you can perceive where to cut for the 
card you want, 


Grvixc Tus Orrics : 


Is when you ſuffer any perſon to look over 
your hand, and ſuch perſon by means of his foot 
or fingers makes your adverſary fully acquainted 
with every card you lay ont, which enables him 

* 
to manage his cards accordingly. 


dane tne THE CARDS 


Is frequently practiſed at Cribbage.— This is 
bending the ſixes, ſevens, eights, and nines in the 
middle long ways, with the ſides downwards ; 
by which means it is extremely eaſy for you to 
have one of thoſe cards for a ſtart, by cutting 
where you perceive a card bent in that manner, 
| uns 
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taking due care to leave the card fo bended# 
uppermoſt, 


DzAL1inG THz Fives ron THE BorTtTom 


Is a very common practice: It is therefore 


ry neceſlary for you to be watchful over 
your adverſary while he deals. 


NEW CarDs WHICH HAVE BEEN OPENED 
AND MADE UP AGAIN 


Are frequently introduced : It is, therefore, 
exceeding proper (when new cards are called) 
to examine very cartfully the ſtamped wrapper, 
Yand always open the cards yourſelf, for fear of 

their being changed upon you; it being very 
. comm many people to carry cards in their 
\. pat pe are all marked, and conſequently 
as fi kdowp by weir cis as their faces by 
the” 8 tbem. 


* «© 
12 


. M- ene, 


Is — in ſo many erent ways, that 
there is no pointing them all out ; all that can 


poſſibly 


” ofitn and minutely, and when you 
. marked order them to be Bags: 
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